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Volume HierarchyD OO0 0000000000000 00 primitved0 0000000000
00 primitve 0000 0000000000000 BVYHOOOOODOOOOODOOOOOO
primtve 00000000 BYOOOOOOODODOOOO BvHOOOOODOOOOOoOoOO
O00000LauterbacH] [63] 0 GPUO O OOOOO AABBtreeO OO OOOOOOonO
00000 GPU-BVHOOOOOMortonO OO OODODODODOOODODOODODOOODOO

22 O00000O0O0O

WaldO [11 0000000 core0 0000000 OD0OO0OOOOOO BVH O kd-tree
gfdododbooooobooooooobouoooob0ooobouoooooooOon
Oo0do0odooo BvHOOOOODOGPUODOODODODDOODDOOOBVHOOO
00000000 Lauterbaci] [63] 0 GPU-BVHO O OO ODOOODOOOOoOOOOoOOO
0JddddooooooBvHOOOOOODODOOODOOODOODDODODODODODOOOODDOOO
O0000O0ooooo (LBVH; Linear Bounding Volume Hierarcy) OO OO 00000 Od
O0O00O0O0primitve 000000000000 00O0OO0OOO0 BvHOOOOOOOOOOO
00000d0ooO00ooodooOodLBVvHOOOODODOOODOOODOoDOooOoooOoOoo DBVH
(Distorted Bounding Volume Hierarchy) 0 0O O
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DBVH [0 [0 [

OOopDoobDBvHOOOOODOO

000o0BI000D0oO0000DO LBVH OOOOO Lauterbach [63 0000000
O0000000o0B200DBVHOODODOODODOOOOB30 0000000000000
gooboboboooon

3.1 LBVH

LBVHO AABBO BVOUOOOOOBVHOOOOLBVH[63 OOOBVHOOOOOOO
dooooooooboooooooooa

OO0 Oprimitve00O000O0OOO0OMortond 00O (Z-order, Z-curve 1 OO OOOOOO
00000 Oprimitive 0 AABB OO ODOOODO0000000 2220 uniform grid0
0000000000000 000 voxelOODOOOOOO MortonO OO OO primitive O O
DO0O0O0OMortonO0D0D00 (FigB)DOOO0DDOODODOODOD (space filling curvélno
0000 voxelO 3k-bitDODODDODODODOOOD 20O uniform grid 0 O O O O voxel
V= (Vi W, V) (00000<v<2-1,0<w<2-1,0< v, <2~ 1) 0 MortonO 0 0 ¢(v)
doooooooooood

k

c(v) = Z [V§2)23i+2 + V9)23i+1 + Vg)23i] (3.1)

i=0

nooo XV 00 x0oOoooOooOoO000OO00i000o0oooooooo

*I DooooooOooOooOoO Hilbet 0000000000 SierphskiD 0000000000
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Fig.3.3 DBVHOOOOOLBVH(ODO)OOO OO grid0 0000000 Oprimitive 0 0
0000000000000000DBVH(OO)OOOOOO gid000000

OO0oOoDBVvHOODOOODOODODOOOODODODOODOODODBVHOOOODOODODOOO
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0000000000000 0000000000000000000000 00000
O0000000000000 2%00000000000000000 2000000
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Fig. 3.4 prefixscaml 00000000000 Oprefixscand D 00000000 0oOgO
oboboooboboobon

scan (prefixsump D 000 0000000000000 OO0O00O0OOOprefixscand OO

{ag, a1, &, ..., &, ..., a,) 00000
i-1 n-1
{O,ao,ao+a1,...,2ak,...,2ak} (3.2)
k=0 k=0

000000000 0prefixscand 000 ((FigB4 00O OO0 prefixscand 00000
GPUOIDDOOODOOODOODOUODOOOOOOOOODOO parallel prefixscad3 OO0 O O0O0O0

O00000000000o0o000ooOMortonO00OO0O0O00000OO primitivei 000
0000 voteOO voxelDOOODODOODOODODODODODODODOOOOOOOOOOOOO gooooOO
O<g<n-100000000 nO0O primitve0 00000000 3k-bitd Morton OO
Ud guooog

(22 (3.3)
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primtve 00000000 primitive D000 splitlistO000000O00O0O primitive 00O
O splitlistOO0O0O000O0OlevelD00O0OD0OO0OO00O0OO0OOOOOOO0 splitlistO0000oOnO
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000000 DBVHOOOOOOOOOOO (Figdh)ooooooo
O00000oO00oDooO00oooOodbD C++000OocCcPUODOOODODOODOOO

ugoooboooooood

O0000000000 2%+100000000 X,y,z0OOOOOOoOoOoooooood
0000100000000 exclusiveprefixscﬁmDDDDDDDDDD oooDOoooOd
ugoboooobooboooan

00000000 voting

00000000 votingdO primitve 000000000000 primitive 00 00O for
O00000000oooooOdvoxelDDOOOOOODODOODODOODOOOODO votingd OO
O00000000000000000000000000 voxelDOOOOOOOOOODO
O000000000000000000dexclusive prefix sun OO0 00O OO voting O O
OvoxelDOUOD 10000000000000O0O

prefix scan
CPUDODODO prefixsca DO 00000 OO0OO0OO0OO0OO0O0DOOIOOOOOI+1000
00000000 0DO0O0oOooood

1 exclusive prefix scafl O 0,ag,ag + a1, - . ., Zﬂ;cl)aklj 00000000 prefixscard OO0 OOOO0OO0OO
O000000000000000 inclusive prefix scam O ao,ao+a1,...,ZE:0akDDDEl
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Morton O OO OO

O00000o000oooooooo primitve 0000000000000 0OOCO0O0OO
MortonO OO OOOOOOMortonD0 D DODO0O0000O0OO0OOOOOOOOOOO (Listdd)
gooog

oo
000000000000 STL (Standard Template Library) sort0 000 O OO

split level O O O

splitlevelD0DO0OO00OO0O0O 200 primitived MortonO OO OOOO0OO0OO0OO0OOOOO
0000000000 bito0D0O0O btOOO0ODOO0OD0DO000OO0OXOROOOOOODO
000000000000 0oooooo (Listd?oooo

List4.1 MortonOD OO DOOO

unsigned int ComputeMortonCode(unsigned int x, unsigned int y, unsigned int z)
{
unsigned int u = 0;
for (unsigned char i = 0; i < K; ++1i)
{
if (x & (1 << 1)) u |= (1 << (3*%i+2));
if (v & (1 << 1)) u |[= (1 << (3*%i+1));
if (z & (1 << 1)) u |= (1 << (3*1+0));
}
return u;

}

List4.2 splitleveld O O

unsigned int MostSignificantBitTrueInXor (unsigned int a, unsigned int b)
{
unsigned int x = a " b;
for (unsigned int i = K * 3; i > 0; --i)
{
if (I1x)
return i;
X >>= 1;
}

return 0;
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gooboooon
O00000003KOO bucketD DOODODO0DO0DO0ODO0OODOOOOOOOOOOOOODO
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0000000000000 0D0000000D0000 2000000000 2000000
0000000000 DOO00000DODODO00000DDODO0o0O0oDDObOO0O000O 100
00000000000000000 (Tabd) 000D 0000000000000 O000O0
0000000000000 00000000o0o0 primitve000000000OCO0O0OO
god
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Table4.1 DBVHOOOOOOOOOOOOOunion0000000032byte0 0000
000000000032bit00000o

oo oo aoo

float3 aabbMin AABB OO 00O 12 byte
float3 aabbMax AABB 00O 00O 12 byte
union | unsigned int flag Ooooooooooooon 4 byte

unsigned int nPrimitivel O 0O 0O O O primitive O O

union | Node* child oo0oooooooo 4 byte

Primitive* onePrim OOoooo primitve0 00000

Primitive** multiPrims | 00000 primitve 0000 OO0OO0OO0O

AABB OO0
AABBOOOOOODOOOOOOODOO AABBOOODOOOODOOOOOO

42 000000000 0OO0OOO0O0OO0OOO

BVvHOOOODODUOOODODODODOODOOOOooooooooooogprimitveOODOOO00ODO
go0oooooo0o0obooOoOoOo0oOoboO0OoOoo0oboOooooUobbooooooDboO 1
000000 (plane) 0000000000 OOOOOOO primitve0000O0O0O primitive
O000000000000000BVHOOUOOOOOODOOO AABB OO OO primitive O
0000000000000000000000000000D0O000 primitve00000
gogbobbdoooobodoooobboooobbboooob bbb boooob D
gooobod

DBvHOOOOOOOOOOOOODOODOOOODOODOOOOODOOOODOOODOO
0000000000000 0ooooooooooogoogprimitve0 00000000
O primitve 00 000000000000 10000000000000O0DO0O0O0O0O0O0O
O00000000primitve 0000000000000 000O0O0O0OO0OOOOOODOOO
uoobobooooboobod

AABBOOOOODOOOOOODODO (axisdeltad) primitve OO0 O0O0O00O0O0O0OO0O0O
000000 primitve 0 AABB OO OOD0OO0OO0OO0OO0OO0OO0OOOOpPrm-



42 OD0OO0DOOOOOOOODOOOOO 43

itve i 0 AABBE2D DO DD ODODO vmin = (xminyminzminDO OO 0O vmax =
(xmaxymaxzmay 00D D0DO0O0000O0 dO00000O0OOOODOO

d = vmax — vmin (4.1)

O000000000000000000000000 dOo00o00oooooao
00000000000000 xO00yDO0zOOOODODOO0OOOOOooooOd ooo
0000000000 MortonODOODO S:Z{':OdiDDDDDDDDDD guUuooono

(22 ) (4.2)

gooooooo

AABBOOOOOOOOOOOOOO (orthogonalaread) primitve 0000000000
000000000 primitve0 000000000 O0O00O0OOOOprimitive 0 AABB
oo xgdyboozooooooooooo Al0O00oDooooooon

A = (did, didl, dydl) (4.3)

dddddodooooooboobobobbo xobydodzbobooooDooDO AiXDAin
A‘ZDDDDDDDDDDDDDDDDDDDDDaxisdeItaDDDDDDDDDDDD
OO0 MortonO OODOODOODOOODOODOOODO

AABBOODODOOOOOOOO (surfaceareal) primitve 00 000000000000
00000 primitve O AABB OOODOOOODDODOOODOOOOOOOOOOOd O
gooo

2(did, + dd + cidl) (4.4)
00000000000 0LQ0000b000LOUU0o0LUO 200000 UoUoOooUoao
dyd, + didi + did, (4.5)

00000000 2000000000000000000 MortonOOOOOOOO
gogoboodon

2 AABBOOOOOOOOBIZ30O0O0O000000000
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AABBOOOOOOOOOO (volumed) primitve 00 0000000000000 OO0O
O primitve 0 AABB OO OOOD V OOODODOOOODOOOOO VOOOODOOOO
ggooood

Vi = didd, (4.6)

0000000000000 000000o0o000o0 doooooooooooo
ugooood
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Joooobobod

51 U0 Uoooboooon

oo oo oooooouooooooo
00000 (ray-scene intersectiontes) D O OO OBVHOOOOOOODOOOOOOOO
doddoboodooooouooobooooooooa

511 O00O0O0O0ODO0O ray-scene intersection test

O0000OD0O RODOOODteROODOOODOOOOOODOOODO

R={r(t) | r(t) = 0+ td, tmjn <t < tmax] (5.1)

D00DoeR}0300000000deR}0ODOnnoMEDnnoD

00 0000000000000 ray-sceneintersectionteSt0 000 20000000 R
0000 SO00 RNS={r(t), r(ty),r(ty),...} 0000000 00000 r(t) 00000
O0000ROOOOSOO0O0OOOODDODODOOOOOO (D000 RNS =@ ornot)
00020000000000AIgorithm) 0000 ray000000000000O000
D000000000000000000 srayd000000000000000 (occlusion
tes) 00 0000000000000 200000000 queryD0 0000000000

*l0oDO0DO000000O000000
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Algorithm 1 WhittedO O OO OO0OO
googooooo

acceleration structurie 0 0 0 0 O
forall 0000 OOOO ido
oo rogoogoo
Li += TraceRay()
endfor000000O0

Procedure: TraceRay fay)
U0raybloooooboooooooooooo
god sraydddgoggggg
f 000 sray0 000000000 then

O00000000oD00o0ooooolooon
end if
while rayDepth++ < (0 O0OOOO)do

f 000000000000 then

ddrayoooonon

| += TraceRay (ay)

end if
end while

return |

5.1.2 BVH O traversal

accerelation structure O 0 OBVH O OO OO OOO traversalD 00 00 00O stackO O
00000 stackless 1 DO O O0OoOoOoO(FighD) O stackD DO ODO0DO0OO0O0OOO0 OOOOO
ddoooobooooooooooooobooooooooooo ooooooooooo
primitive 0 hitOOOOOOO0OOO tmax0D hitOO OO0 tO000000o000o0oooood
000000000000 occlusiontes D00 OO0 0DO0OD0OO0OOOODOOOOOOO
000000 primitve0 00000 hitOOOOO tveD 000000 O0O0D0OOOO0OOOOO
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end /) — R%& pop 5
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IZOWTT A B
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R E

hit L7z

+ / — R % stack
\Z push 7%

result<—true
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(zmin,ymaz,zmax) (zmaz,ymaz,zmazx)

(zmin,ymazx,zmin) (zmaz,ymazx,zmin)

(zmin,ymin,zmazx)

(xmaz,ymin,zmazx)

4

x

(zmin,ymin,zmin) (zmaz,ymin,zmin)

Fig. 5.2 AABBO

5.1.3 ray-AABB OO [

BvHOOOODOODODOOODODOODOO BvOODOODOOOOoODOoOOoOoOOOOODODODBVH
O0OAABB O BVOOOOOODODODOODODODOOODODODOOODOOOODOOOOOO
AABB 0 0000 (ray-AABB test, ray-box test] 0 D DAABB OO (Figh2 oo O OO OO
Xxminymin zmin xmaxymaxzmaxd 6 0000000000 00000000

0000000 ray-AABB testd O 0 O U slab0 (slab method, slab tes®6 OO0 00O
OOAABB OOOODO xdydzOOOOOOO 300OO0O0O (slab)Dooooooooodg
0000000000 30000000000000000000000000OslabtestdO
O000000000000000000000000000000 xmnOOOOxOOO
O000o0oooood rtkmp) DO0ODOOO0ODOOOOOOO

I (txmin) = O+ dtxmin (5.2)

r(txmin)x = OX + dxtxmin = Xmln (5.3)
Xmin— o

txmin = — (5.4)

dy
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tnear, \

tnear, ray
wy
Tmin Tmax Tmin Tmax

Fig.5.3 20000 slabtes D000 O0O0O0Otnear<tfar 0000000000000
AABB D ray0 0 0000000000000 00O0O00ODOO G0 30000000
Oo0O0OdO0oAABB DO ray0OOOoOoOOQoOoOoooooOoooOo

0000000000 0000BOBVHDO traversa0 0000000000000 00OO0
ooo d;lmdglmdz—lmDDDDDDDDDDDDDDDDDDDDDDDDDDDDlRDVC

(Inverse Ray Direction Vector Componenis)] O (I

DDDDDDtxmax,tymm,tymax,tzmwbtzmaxljDDDDDDDDDDDtxmmD txmaXmDDDDD
000000 tnear,0 000000 tfar, 000000 tneagOtfarydtneagd tfar, 0000
000000000000000 tnear0 0 tfar0000

tnear = maxgnear, tneag, tnear,) (5.6)
tfar = min(tfary, tfary, tfar,) (5.7)

000000000000 300000000000 ROAABBODODODOODOOODOOO
aono

2000000000000000
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tmin < tfar
tnear< tfar (5.8)
tnear < tmax

20000 slabtes 00 (Figh3 ooOoO
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6.1.1 ODO0OO0OOOOODOOOd

MBVH 00000000000 BVHOOOOOOODOOSspacemedian 00000000
BvHOOOOOOOODOOOO MBVHOOOOOOOOO 200000000000
00000 primitve 000 0000000000000 0OOO primitve000000O
objectmedia 00000000000 Otraversall 0 OSSED O OO stackD 000
ugooood

LBVH LBVH OOOODOOODOOO MortonOODODO bitOD kODODODOODODODOOODOO
O00xO0yDzOOOOOOOOO bt kOOOOOO3k-bitd MortonO OO OO
000000 LBVH O LBVHIKOOODOODODODODODOODODODODOODODOoOoooOO 10
bitdO MortonO O OO OODOODOOOOLBVHOOOOOOOprimitveOODDOOOOO
AABB O OOOOOO MortonOOOOOOOOOOOOOOO primitive 000000
10000000 primitve 00000000000 OOtraversald 0 OSSEC OO0
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DBVH MBVH OOOOOOOOOOO MortonOO OO bitO kOOOOODOOOOOO
00000000 «@3000)00000000000000000000@ =28
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Table 6.1 0000000000000 00O0DO0O0O00DO00O000O00O0O0O0OOOOOO
goooooboboon

0o ogoooo oo

chess 3,592

knot 11,616

happy buddha 100,000 0O 0O buddhad O OO
0o 180,533 OO0 uzuO O OO
maxplanck 50,801

Spontza Atrium 279,163 OO spontzed 0 O O

DBVHOOOOOOOprimitve 0000000 AABBOOOOOOO MortonO OO
O00000oooood primitve0 0000010000000 primitive 0000
0000000 O0OtraversaD O OSSEO O OO stackDOODODODODOOOOO

6.1.2 OO0O0O0OOOO

000000000000 000000000ooO(Table) co000Dooooooo
udodooooooooboobobooboobbbododdddudodooooooooooo Lo

00000000 (Figle.d) 00D Omaxplanckd OO spontzal 0 00 00O (Fige.I9 000
ooooo0og

6.1.3 O0O0OO

0000000000 OCPUIntel Corei7 920 (2.67 GHz) O O DDR3 4GBJOS Windows
732-bit0 00000000

6.2 00000000000

godooboooooooooooog

chess, knot, buddha, uzU O 0 0 00000 OO OOOOO MBVH, LBVH[10],
DBVH[10,2], DBVH[10,3], DBVH[10,4]|0 00 0000000000000 O0O0O0OOO0
0000000 0o0ooDoDo00ooooo S5000000000o0oooDooOoooon
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Fig.6.1 DJ0O0O0O0UO0Oa)chess OO0 0O0O0O)Ob)chess(i 00O OO0O0O)Oc)knot
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